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A GUIDE TO USING TECHNICOLOR DREAM 
BY 

MARC DUFF1ELD 

WHAT IS TECHNICOLOR DREAM? 

Technicolor Dream is a collection. .of with games software. Therefore, 


programs that allows you to create 
pictures with far greater realism than 
has previously been possible using 
an 8-oit Micro. 

j With cn initial range of 256 colours, all 

of which can be used on one screen, 
together with a choice of 128 

filters, the scope for the computer 
artists is truly remarkable. However, 
when you also take into account 
the amazing 'mix' facility, in 
which any two colours can be 

mixed and used in combination 
with any of the filters to give 

a stagqermg 8 million or so possible 
combination, here surely is a 
program of absolutely unrivalled 

versitiiity in which the artists 
is literally limited only by the 
scope of his imagination. 

In addition, there is also an 'effects’ 
section which allows you to do 
i virtually anything, : rom changing 

j the colours already selected to 

producing a negative imaqe of 

f your picture, (see under ADVANCED 

1 EFFECTS later in this booklet) 

If you hove an Epson RX80 or 

Epson compatable printer (other 
printer owners con make use of 
the basic handler and basic listings 
at the rear of the TECHNICAL 

NOTES section), you will be able 
to obtain a hardcopy of your artwork. 

The program was originally conceived 
with a view to improving the 
quality of artwork associated 


any pictures created can be used 
In your own programs if so desired, 
(see LOADING AND SAVING 

PICTURES) 

GETTING STARTED 

Plug the joystick into controller 

jack I and, if you have on Atari 
Touch Tablet, plug this into controller 
jock 2. 

LOADING 400/800 (48K) DISK 

Turn on your disk drive before 
you turn on your computer. Wait 

for the busy lioht to go off, then 
insert the TECHNICOLOR DREAM 
disk into the disk drive and turn 

on your computer, (see your disk 

drive 'owners guide* for complete 
instructions on loading and saving 
programs). 

LOADING 400/800 (48K) TAPE 

Place the TECHNICOLOR DREAM* 
tape into your data recorder 

and fuliy rewind the tope. Turn 
on the computer while holdinq 
down the start’ key and the computer 
will bleep'. When this happens, 
press play' on your doto recorder 
and hit the 'return' key on the 
computer, and the tape will begin 
to load. 

Should you experience on 'error' 
whilst the program Is loading, 
rewind the tope again, advance 
to '2' on the tope-counter and 
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try the some proceedure again. 
Because ail the topes are not 
always recorded from the same 
start point it is important to find 
the correct starting oosition for 
your copy of TECHNICOLOR 
DREAM, but by advancing the 
tape slightly before each attempt 
and checking the tape-counter 
you will soon know the correct 
position to beqm loading the program. 

A title screen will appear while 
the computer loads the mam program, 
after which the 'Help' screen 


will be displayed and the program 
is leady to use. 

LOADING XL/XE COMPUTERS 

Disk users on XL. XE computers 
should follow the .nstructions 
aoove for 400/800 DISK bur hold 
down ’opnon key wnen switching 
on the computer. 

TAPE users on XL/XE computet s 
should follow the instructions 
above for 400/800 TAPE but hold 
down 'option' and storr' *eys 
together wnen switching on computer. 


PLEASE NOTE: DO NOT PRESS 
THE •RESET 1 KEY DURING 

YOUR USE OF THIS PROGRAM. 


THE -HELP- SCREEN 

When first using TECHNICOLOR 
DREAM you may he a little uncertain 
as to the functions of all the 
relevant keys. For this reason 
the Help Screen' has been mcluaed 
and is the first Screen you will 
see wnen the proqram nos looaed. 

* 

To access this screen at any other 
time press the Escape' key ESC>. 

Note: XL, XE owners can also 

use rhe ‘Help *ey. 

The Helo Screen Iooks like mis: 

HELP 

OPTION (0 to F) Select Colour 

SELECT (0 to F) Select Luminance 

START Select Colour and Luminance 

SPACE Put 256 Colour Menu on Screen 

CTRL C Fill Screen with Colour 

CTRL 8 Fill Screen with Luminance 

CTRL S Storoge Page 

CTRL P Print Screen on Printer 

CTRL D Draw a Line 

CTRL E Special Effects Screen 

CTRL M Toggle Shade Mode 

ESC Return to Menu 


The first four options ;re self- 
explanatory. Below we jive a 
guide to the use of the- remainder 
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TECHNIQUE 





Choosing a colour 

If you or^ss the space bar, fh«* 
computer will draw 256 colour bones 
or* screen. To select a colour, 

simply position the cursor ov**r 
the desired colour using the joystick 
(or Touch Tablet) and depress 

the 'start' *ey. The colour selected 
will appear m the lefth nn d box 

of the t hr large boxes you will 
see, together with a code ot the 
bottom of the screen. 

The thr»e 1 or pe boxes are for 

use during the mix' -node and will 
be explained more fully in the 
'ADVANCED EFFECTS' section 
which appears later on in the 
booklet. 

If you now look at the pallette you 
will see 16 colours, each of which 
is available in 16 luminances, 
giving 256 different colours in 
oil, ony of which con be selected 
Ot any time 

Drawing 

Hovinq selected a colour, press 
the space bar and the pallette 

will disappear leaving a blank 
screen. The pallette can, of course, 
be reaccessed ot ony time by 
pressing the space-bar. To draw, 
press either the button on the 
joystick or one of the buttons 
on the Touch Tablet. To change 
colour during drawing, simply 
re-follow the proceedure given 
in paragraph one 'Choosing a Colour) 
or select a colour directly from 
the screen you are now on! (See 
Hints and Tips on page 11). 


Alternative Colour Selection 

Colours can be changed ot any 
rime using the 'option' and select keys 
whereby option' gives the colour and 
select' the luminance. To do this 
however, you will need to understand 
the code which appears at the 
bottom of the colour pallette as we 
mentioned in paragraph one. 

This code takes the form of a 
number or letter followed by a 
further number or letter; the 
first of which represents the number 
of the row on the pallette and the 
second the number of the column, 
the pallette is effectively a 16x16 
grid and to see how the numbers 
0 *o 15 inclusive translate to single 
figures, please see Table 1 (below). 


TABLE 1 



To choose o colour therefore, 
press option' together with the 
aooroonote value between 0 - F To 
choose a luminance use the some 
method but press select' instead of 
ootion*. 




Storing and Re-storing Pictures 

Before doing anything fhar could 
cause a picture to be spoiled, it is 
advisable to use the 'Store* function. 

To do this it is necessary to call 
up the effects screen first (CTRL..E). 

Example: 

>ST (RETURN) 

This will save your picture in a 
special storage screen, allowing 
experimentation. To re-occess 
your stored picture, you must 
use the Restore' function. 

Example 

>RE (RETURN) 

This will replace the current picture 
with the previously stored image. 

Using Filters 

When composing a picture, you 
may wish to experiment with 
various lighting effects, as in photo- 
graphy. This con be achieved by the 
use of the 'filter' option included 
in the program. * 

The only way to access a colour 
filter is by first choosing a colour 
using the 'option' and select' 
keys (not the main paliette). 

Example 

(OPTION)(0-F)(SELECT)(0-F) 

If the numbers selected were 
B (Green) and Q (Luminance value) 
this would result in a fairly light 
areen filter. To use this, or any other 


filter on your picture .imply press 
'control' F (CTRL F). 

Try exper imenr ing w»rh different 
filters, as amazing results can 
be achieved. 

Note: To remove a filter, change 

all voloes to 0. 

Example 

(OPTiON)(G)(SELECT)(0) CTRL..F 

Mixing Colours 

To widen the i ange of colours 
available ro the user, a Mix' 
facility Has been included. 

To mix two colours, firstly coll 
up the paliette (Spar** oar I then 
press ’control' M (CTRL. M) ro 
enter the Mix* mode. 

Look at the three large boxes 
at the bottom of the screen. 

From left to right the first do* 
shows the colour presently m 
use. Tnis may be altered if so 
desued by using the joystick and 
pressing 'start*. The second box 
represents the ‘Mix' colour, j.e.the 
colour to lie adaed to the first. 
This is chosen by using rhe 'Option' 

and 'Select' Keys in me usual 
manner . 

E xomple 

(OPTION ‘(0-FHSELEC T)(0-F) 

The third box represents the mixed 
colour, i.e. the resultant colour 
which will now be in use. 

Press the space-bor to i emove 

the paliette and start drawing. 

To exit the ‘Mix' mode, s»mp|y 

press 'control' M (CTRl M ) and 
you will then revert to rne original 

colour as in box one. 


& 


LOADING A SAVING FILES 


Before you con lood or save any 
file (picture), you must first enter 
the storage screen. This con be 
achieved by pressing the 'control' 
key ond 'S' (CTRL S) 

Disk 

If you hove the disk version you will 
see:- 

STORAGE 

L) Lood Picture 
S) Save Picture 
l) Index Disk Pictures 
D) Delete Disk Pictures 
F) Format Blank Disk 

Loading o Picture 

To lood o picture, insert picture disk 
into drive 1, press 'L', then enter 
device (Disk), filename (up to 
8 characters can be used). 

Example 

DrPICl (No extender required) 
then press RETURN. Your picture 
will now load and be displayed 
automatically. 

Soring a Picture 
Tq save a picture. 


a formatted blank disk in drive 
I# press 'S' then enter device 
(Disk) ond filename you wish to 
use. (Up to 8 characters can be 
used) 

If you wish to save your picture 
in u ocompoctcd fo rmat depress 
CTRL D (or CTRL C for cassettee 
version). Otherwise your picture 
will be saved out in compacted 
format. 

Example 

DrPICl (No extender required) 

then press RETURN. Your picture 
will now be saved. 

Indexing Disk Pictures 

Insert picture disk in drive l,(or 
program disk if you hove not yet 
saved any pictures of your own; 
a number of sample pictures are 
alreody on file). Press T and 
a list of previously saved pictures 
will appear as well as the number 
of free sectors remaining. Press 
any key to return to menu. 

Deleting o Picture 


first place Insert picture disk in drive 1, 


press U , then enter device (Disk), 
filenome (up to 8 chorocters). 

Example 

D:PIC1 (No extender required) 

then press RETURN. On this occasion 
you will be prompted for a 'Yes' 
or 'No‘ (Y/N) answer to delete 
the file. If you press 'Y* the file 
will be deleted. If you press 'N' 
you will return to menu. 

Formatting o Disk 

Insert a blank disk into drive 1, 


then 

press 

■F'. 

the 

disk will 

— • § 

now 

be 

formatted. 




(For 

users 

with 

more than 

one 

disk 

drive. 

this 

only 

formats 

disk 


in drive 1.) 



Your copy of TECHNICOLOR DREAM 
contains some demo ns tration pictures. 
To load any of these from the 
DISK version first occess the 

STORAGE SCREEN by pressing 
the control key A 'S' together<CTRL S) 
Then type T to see the index and 
after choosing the picture you 

wish to see, type *L*. 

When the # prompt appears type 
D: followed by the title as seen on 
the index screen eg: HAY WAIN 
Hit the RETURN key and your 
pictiee will iood after a few seconds. 

Now you are reody to try your 

first experiment! Use the joystick 
plugged into port I to move the 
cursor around the picture and 

youMI see how easy it is to ‘dip* 
into any of the colours you can 


see on the screen. Position the 
cursor over any pixel on the screen 
and press the 'start' key. Move 

the cursor to an area containing 
another colour and hold down 

the joystick 'fire' button while 
moving the cursor. You see the 

colour you were touching when 

you pressed the 'start' key hos 
been transferred to your on - screen 
cursor! That's how easy it is to 
select your colours! By hitting 
the space bar you will bring the 
234 colour screen into view over 

the picture. After a few seconds 
you can move the cursor to any 
of the colour blocks and pick 
up a new colour by pressing the 
'start' key ogoin. Hit the spoce 

bar to turn off the colour pallette 
and you can odd the colour you 

hove just chosen to any point 

on the picture. 
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ADVANCED EFFECTS 


Effects Screen 

When composing o picture, you 
may wish to alter the colour configura- 
tion of your composition. To cater 
for this an effects section has 
been included. To enter the effects' 
section press 'control' E (CTRL 
E). You will see o black and 

white miniature of your picture 
and a prompt (>) is given for user 
command. 

Note: You can exit the effects 

screen at any time by typing ‘E* 
(RETURN). 

Changing a colour 

To change a colour on your picture. 


first 

of all you 

must 

find 

out 

tne 

value of the 

colour 

you 

wish 

to 

change, then 

you 

must 

find 

out 

the value of 

the 

colour 

you 

wish 

to change 

to. If 

you 

have 


d fficulty in doing this, see 'CHOOSING 
/ COLOUR' located earlier in 
nis booklet. (See »ndex-page 3) 


Example 

If you wanted to change colour 2 
(Brown) to colour 9 (Turquoise) you 
would enter the following command: 

>CHANCE C,//2, /^(RETURN) 

This will change all colour 2's(Browns) 
to colour 9‘s(Turquoises). Any 
colour can be altered in the same 


ADVANCED EFFECTS: (See page 10 for 
Authors* Technical notes on the effects 
screen.) 

way by simply substituting the correct 
colour values after the '0' signs. 

Changing a Luminance 

To change a luminance, you follow 
the same proceedure but replace 
the 'C' with 'L'. 

Example 

>CHANGE L,02,09(RETURN) 

This will change all luminances 
with the value 2 to luminances 
with the value 9. 

Creating a Negative 

To create a negative of your picture, 
simply enter the following command: 

>EOR L,0F(RETURN) 

Adding Luminance 

The brightness of the picture 
can be increased by adding o value 
(1 - 7) to all existing luminance 

values. 

Example 

>A DO L,#l(RETURN) 

This will effectively add \ to 
ail existing luminance values, 
thus brightening the whole picture. 
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TE v ICAL NOTES by Dove For woe d and Keith Wottrrvcxi 


The Effect* Screen 


The effects 

screen 

is 

found by 

pressing CTRL 

E. 



A small B/M 

picture 

is 

d 1 sp 1 ayed 


end * prompt is given for e user 
commend. 

The uter com m end is generally in 
the for met i - 

commend deet , source 

The dest hee to be *L* or 'C' for 
the luminence or colour screen 
respecti vely. 

The source cen be L * or 'C* if one 
of the screen is to effect the 
other by the function being 
preformed, or it cen be en 
immediate number written es 
*SN' with n es e Hex number from 0 
to F <4 bi t> . 

Some knowledge of assembly language 
programming would be helpful 1 to 
use this section to its best 
advantage, as many of the functions 
resemble 6302 assembly language in 
the way they operate. 

The commands are*- 

ADD AND BL 

BR CHANGE END 

EOR OR STORE 

RESTORE 

ADD 


The ADD function can be used to 
increase the contrast of a low 
contrast picture where the 
luminance levels range from 0 to 7. 
By ADDing the luminance values to 
lunA nance values (lu* »lum«2> , the 
contrast of the picture is 
increased to twice the brightness. 

e.g. ADD L,L 

If this technique is used where the 
values of luminance are greater 
than 7 then the 'out of range' 
values will overflow into the next 
pixel • 

The brightness of a picture can be 
increased by ADDing a number to all 


of the luminance values, but 
problem* may occur if the values 
over f low. 
e.g. ADD L,03 

AND 


The ANO function can mask out 
values of the luminance screen not 
wanted, 
e.g. 


Bits 4 

3 

2 

1 

0 


lum value 

T 

_ 

T 

T 

-11 


i 

l 

i 

0 

-•E 

after AND L , BE 

i 

0 

i 

0 

-10 

masked out 




** 



bit 

BL and BR 


BL stands for binary left. 

BR stand* for binary right. 

These commands move the 4 bit' 
data 1 bit to the left or right, 
e. g . 

BL L will binary shift all the 
lum values left. 

BR C will binary shift all the 
col values right. 


CHANGE 


The CHANGE command allow* you to 
change any lum value (or colour 
value) to any other lum value (or 
colour value) 
e.g. 

CHANGE L.02,07 

will change all 2'* on the lum 
screen to 7 *. 

CHANGE C » 03, 02 

will change all 3's on the col 
screen to 2s. 

END 


Returns you back to the picture. 
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EOR 


Trie bf ipfucs Handler 


Thi» can produce a negative of the 
picture Qy inverting the bite 
i ndi cated . 

• - g- 

before 0 1 10-6 

EOR L,#F 1111 -F 


reeult 1 0 0 1 -9 

OR 


Thie all om« 2 values to be merged 
together . 
e. g. 

tie* ore 0 10 0 —4 

□R L ,#3 0011-3 


reeult 0111-7 

STORE and RESTORE 


Thie ii a BOOT progra* on the B' 
side of the tape or an 'AUTORUN 
file on the B' aide of the 
disk. (Boot With basic: 

The graphic* handler uses the BASIC 
language and allows tne user to 
write BASIC programs which use the 
TECHNICOLOR DREAH picture*. 

The handler supports a fast wav of 
loading and saving of non compacted 
pictures as well as allowing the 
use o ♦ most of the normal screen 
commands. 

N.B. The pictures P 1 UST be saved in 
non-compact ed ♦orm fros TECHNICOLOR 
DREAfl. See LOADING and SAVING in 
the manual . 

HANDLER CQfl PIANOS 


XIG 100, #1 ,4,0, "D: " 
X10 100, #1 ,4,0, "C: - 


Before doing anything , that could 
c *u»e the picture to be spoilt it 
is advisable to uee the STORE 
♦unction. 

This will copy the screen to a 
special storage screen, eo if a 
mistake is made you can get your 
* cr ** n Deck with the command 
RESTORE, 
e. g. 

STORE 
EOR L , L 
RESTORE 
EOR L,#F 
END 

The EOR L , L will clear the 1 um 
scream and was a mistake, so the 
picture was restored with the 
RESTORE function. 


Loads a file tc the luminance 
screen after it has been opened 
using the OPEN command, 
e.g. OPEN •! , 4 , 0 , * D : F I LENAP1E . LUP1" 
or OPEN #1,4,0, -Cl- for Cassette 

XIO 101 ,#1,4,0, "D: ” 

XIQ 101, #1,4,0, -Cr* 

Loads a file to the Colour screen 
After it has been opened as aoave, 
disk users change extender to .COL. 

To open the Graphic screen itself 
you use the command 


OPEN 

• 2,12 


" 



Once 

you 

have 

opened 

th# 

nandl er 

<Gi > 

you 

can 

then use 

tn# screen 

1 i ke 

any 

other 

AT AR I 

I/O 

device. 


Please note when in normal drawing 
mode, if you use the color pallet 
( SPACE BAR) then the picture you 
are drawing is saved in this same 
special storage aree. 


POSITION x , y 

Mill position the screen cursor at 
location x across and y down for 
use of the commands PUT and GET. 

PUT #2 ,« 

Will put a byte onto tn# screen. 
x-C«16^L 


HKmr* c is ths colour value (0 to 
13°^ ** LuAinanct value (0 

GET #2,* 

Thl * is ths oposits of PUT *nd mi l\ 
Q«t a byts fros ths serssn. 

C*INT (k / 16> 

L»*-<C*16) 


PRINT #2 | DUMMY* | 


Will print ths content! 
DU1HY* to ths serssn. 


of 


ths 


PLOT and ORAMTO can ba u „d 
providing a GRAPHICS 9 command i. 
*l V ?2 - ? #<or * uaing tha OPEN 
nalivA®’ B ’ " coaaand. PLOT and 
th * ‘-uainanca for 
PLO TING, but by POKING location 89 
“*f h 129 will than PLOT on tha 
Colour serssn. POKE BP WITH 97 to 
raturn PLOTTING to tha Lu.in.nc. 
serssn . 


load a picturs 

cassstts and 


This program sill 
♦ ros ths disk of 
display it. 

oi??\/?K t0 7 " l °* d th * l-u*lnanc. 

i * th<l *crstn and 1 i nss 00 to 
i 10 load ths colour part. 


Tha Hand 1 ar is ooanad at tan loading 
bacausa tha icraan u.a. dlmolay 
list mtarupts .men mi i ; 
diaablad bv tna loading groca... 
Tha idaa o* havmg a gr. D ni c « 
handlsr is so that your TECNNICCLQR 
DREAPl pictures c «n b» alte^ad Dy a 
BASIC program giving v o u COMPLETE 
control Ov Cr"f*jiting a *'<►*■ t. sr 

picturs 


10 GRAPHICS 7 

T0 REM CHANGE ALL "Diatc... 

T0 REM T 0 "C ; - CASSETTE 

40 OPEN •1,4,129. "D:Ci LEN pME.LJM 
50 REM LOAD LUM PILE 
60 XIO 100, SI ,4,0, -p. •• 

70 CLOSE #1 

90 CPEN Si , i,*:VD: r ilename. co - 
90 REM LOAD COL FILE 
100 XIO 101 ,#i , 4 , 0 , -p, •’ 

1 10 CLOSE #1 

120 REM OPEN THC GPAPHICS SCRFFN 
130 OPEN #2,12,0," Gs ’* 

140 GOTO 140 


Picturs c*n be loaded Mr a « 
simols BASIC program could Mlt 
ths picturs then rs-savs it. 

Ths eHtcti that you can * u »s ars 
only limitsd bv your isagination. 


GRAPHIC X CONVERTER program 

1 bem < FOR D, GIT!5ED PICTI.tr ESI 

2 9EM BASIC VERSION 

3 REM 

4 REM 

5 REM Graphic 8 converter for 

6 REM Tscnicolor Dre*a 

7 REM b Y Ksith Wat tar son 

8 REM and David Foreeard 

9 REM 

1* LINEl (79) ,LINE2(79) ,LINE3<79) 

s ( ,9) 

isTssl^iiHisiilsK." 15 * 

120 X-LEN<FILEt) iL-X 

130 FOR 1-1 TO Xi AS mRILE# ( 1 I) 

140 IF A*-“. - THEN L-I-l 
130 NEXT IxX-L 



160 F ILEUS < 1 >-*Dt "iFtLECS < D--DI • 

17» for 1-1 TO XiFILEW*(I*2>-FlLEf <I)«FILECSU*2)-FlLES<I>iNEXT I 
100 FI LEWS t X*3) . LUM" i F ILECS i X*3> - H . COL" 

19® t "Gutput F i 1 m% Ml. 1 1 bm *;FILEWS 
200 "* "and a Lummy Film , FlLECS 

210 i Da you Ktquir* Smootninq < Y /N> INPUT AS i FLAG-2 

2.20 IF AS--Y** OR AS— *' y " THEN FLAG-1 

220 IF AS-"N“ OR As* " n ** THEN FLAG-0 

240 IF FLAG-2 THEN 210 

300 OPEN #1 .4,0, FILERS 

310 GRAPHICS 9 1 v POS-0 

323 FOR LiNt-0 TO 93 

323 REM ♦♦•♦♦READ i«t LINE****## 

330 FOR X-0 TO 39 
340 GET #1 ,A 

330 H-INT (A/ 16) il-A- <HM6> 

360 L1NE1 ( X#2 ’ -H 

3 70 LINE1 < X *2 ♦ l ) -L 
3B0 NEXT X 

390 REM •♦♦♦♦READ 2nd lINE****** 

400 FOR x-0 ro 39 

4 10 GET • 1 , A 

420 H- INT < A/ 16) :L-A- <H« 16) 

4 30 u INE2 ( X • 2 > — H 
440 L_ I NE2 ( X • 2 ♦ l ) -L 
430 NEXT X 

433 REM ♦♦••♦MERGE THE TWO LINES**** 

460 FOR X POS-0 TO 79 

470 M-LINE1 l XPQ6) i L-LINE2 ( XPOS) 

4Q0 SUM-INT <l-m> / 2: IF SUM>13 THEN SUH-t3iC0L0R SUTItPLOT XPOS,YPOS 

490 COLOR SUM: PLOT XPOS,YPOS 

300 NEXT XPOS 

310 YPOS-YPOS+i 

320 NEXT LINE; CLOSE * 1 

330 IF FlAo-0 THEN GOTO 1000 

340 REM •••♦••♦SMOOTH I NG*** **•*•• 

330 y-0 

360 FQR *«0 TO 79 

370 LOCATE X , T , Aj L. I N£ 1 ( X ' —A 

3B0 uOCATE X , Y ♦ l ,h:LI NE 2 l X ) *A 

390 LOCATE X , Y ♦ 2 , A » l I NE3 i X ) -A 

O4J0 NEXT X 

610 GOSUti 800 

620 FQR y-2 TO 120 

630 FOR x-0 TO ~/9 

640 LlNEl U, -LINE2 (X) 

630 LINE2I X) -LINE3 (X) 

660 LOCATE X,Y+l,AtLlNE3iX)-A 

670 NEXT X 

680 GOSUB 800 

6^0 NEXT Y 

700 GOTO 1000 

800 FOR X-t TO 78 

810 ADV-LINE1 CX-i>+LlNE2<X-i>-LlNE3(X-l) 

820 ADV*ADV*l INE 1 (X) ♦LI NE 2 ( X > ♦LI NE3 ( X > 

930 ADV-ADWLINE1 ( X ♦ 1 ) ♦L 1 NE2 1 X ♦ 1 ) ♦L I NE3 ( X* 1 ) 

840 ADV-lNT (ADV/9) 

830 COLOR ADViPLOT X.Y+l 
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848 NEXT X 
878 RETURN 

8CREENL»*EIX<SB>»SCREENHI-PEEK<89> 

1818 OPEN 41,S,8,FXLEM4 
1929 RESTORE 1848 

I93> FOR 1-1 TO 4l READ AiPUT 41 , At NEXT I 
1848 DATA 4, 1 ,22, 3,33, • 

ibsb poke iocnd.ii 

ID4D POKE I08UFL0,SCREENL0.P0KE IOBUFHI , SCREENHI 
1D7D POKE IOLENLO, 1 38 • POKE IOLENHI , 18 
1888 A-U8R(ADR<HC00E*>,14)iCL08E tl 
1888 OPEN 41,8,8,FIL£C4 

1188 RESTORE 1 848 1 FOR 1-1 TO 6 1 READ AiPUT 41, Ai NEXT I 
1118 BRAPHICS 9 

1128 SCREENL0-PEEK(88)i8CREEM4I-PEEK(88) 

1138 POKE I OBUFLO , 8CREENLQ i POKE IOBUFHI ,SCR£ENH I 
1148 POKE IOLENLO, 138 (POKE IOLENHI , 18i POKE IOCHD.U 
1138 A-U8R (ADR (NC0DE4) ,16) (CLOSE 41 
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SCREEN DUMP PROGRAM 

FOR EPSON FX/UX/RX 10 

10 RFM 

20 REM BASIC VERSION 
"0 RFM 

4* R£M 5cr**n Dumo f nr EPSON F*/h*/R X 90 for 

"3 REM >cni:nlo r Dr*«« 

63 RF* 1 ftv ►» • i t h W«t tvrfon 
’3 RF M jpi 1 l ^vi il >■ orwar d 

00 REM 
73 PPM 

10® D I H CODE* « ? ) , F ILENAME# ( t3> , NAME* (0) , BUFFER# ( 50® ) , GRAv ( 48 ) : C0DE#- w hhheLVd- 
t!3 RF M “ "’r • -and d itov* are Doth in invtri* video 

t rci icc: • - n-o 

: ’ W I ' !f !») t *057 
140 IOEML’UFmI .fl-53 
I"? IHEMLENl OR36 
! SB .I'JCB 1 LENWI -957 

1 ’3 RESTORE 463 

I a® FOR I - 1 r c 49; READ A:(3RAY(I)*A 

I <>0 NFHT i 

*VB BUFFER* ( i > * r;nB| ( 7" » ? RFM Set f:u»on for Normal Bit I*age Mod# ( 9 p m > 

IB DUFFER* « 7' CMP* < T 5> : REM . - - 

773 BUFFER* ,r MR* (101); M Number of Byte* of Data for Bit ^oda ( LO ) 

770 PUFFER* I 4 ' - HP# (111 REM . - - - - ( HI ) 

7 40 PRINT Enter File Name "lit NPUT NAME# 

753 F I LENAMF t'M - ”D: 1 
760 FILENAME# . 7- 1 -NAME# 

' 70 FI LENAMf % ■ ' »'.f n ' NArr f i > « - . LLT*** 

290 GRAPH rCS R: SCREENLO-PEEK 09) i SCREENHI-PEEX (0®) 

770 CNTRQL»7: r vP* »4 

’00 GQSUP 500: RE" Load Sc^ttn 

T ! 0 OPEN * l ,9,0 . *'P: M 

T 70 PRIN^ #1 ,CMR# .77) | CHR# (63> jCHP* (0) i REM SET LINE SPACING 

770 fqr x^tc fO ! STEP -1 

740 p»5 

T -30 FOP Y«0 T 0 lie 
!60 LOCATE X , V , A 
""70 r TRrA^a^* t 

300 BUFFER* ' p > -CHP# < GRAY (P T P) ) 

*p® Burrr- * fp*i * *rHp# (gray (PTR*m 
400 BUFFER* fP*2» »CHR# (GRAY (RTP+2) ) 

410 P*P^3 
470 NEXT Y 

430 PRINT #1,- j BUFFER# 

440 NEXT X 

430 CLOSE #l:END 

460 DATA 733,735,733,191,753.733,247.109,247.109,213,107 
47® DATA t 74 . 230, 11 7,214 , 174, 107, 170, 173,091 , 170,093, 170 
490 DATA 003 ,167. 003 , 083 . 082 , 164, 04 l , 09 1,140, 00 1,017,1 38 
490 DATA 064, 047. 060, 000, 066, 000, 064, 00®, 002, 000,000. 000 

300 OPEN #1 ,Typf.0,FILENAME#iREM u*e IOCB « for «ot«d ( fitttr than 'GET #1 ) 

510 POKE I OCP 1 CMD , CNTROl : REM 7 * Bi nary Read 13 ■ Binary writ* 

320 POKE I OCB l BUFLO , SCREENLO— 6 i REM (-6) to Strip of Hcaoar Bytea 
53® POKE IQCP1BUFHI .SCREENHI 

740 POKE IOCBtLENLO, 130! REM ( LO > Length of Screen 

"30 POKE I OCB 1 LENH I ,10: REM .( HI ) - * - « *129E (4766) Bvte*. 

360 A-U5R r ADR (CODE#) , 16) 

570 CLOSE #1 

300 RETURN 
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HINTS AND TIPS 

A good way of picking colours 

is to simply place the cursor over 
the desired colour on your picture 
ond press 'start', thus avoiding 
the need to continually coil up 

the pailefte. 

Use the ‘STORE’ function requiory, 
as mistakes are easily maae but 
not so easily corrected. 

Never be frightened to experiment 
with colours as one or two simple 
changes can produce stunmnq 

effects. 

Regularly save your picture to 
disk (or tape) as the unexpected 
is always possible. e.g. power 
failure etc. 

Another useful method of 


colours is to transfei a selection 
of shades from rhe pallerte onto 
the screen in a convenient position 
which can be easily accessed when 

eftawmg (e.g. down jne edge of 

the screen). These colours can 

be painted over in rh<* later stages 
of yOur work. 

The ‘Touch Tablet' can be used 
to quickly move the cursor around 
the screen. 

CLEARING THE SCREEN 

Should you wish to clear rhe screen 
to black (for example after a 
doodling session etc) enter the 

follow mg commands: 

Hold down Option’ d press 0 
Hold down Select* & press 0 
Hold down CTRL A press C 
Hold down CTRL A press 8 


selecting 

CASSETTE VERSION 


Once you have loaded the Technicolor 
Drenm program you will see the 
“Storage” screen:- 

STORAGE 

L) Load Picture 

S) Save Picture 

TO LOAD PICTURES 
Place tape containing picture files 
( There are two demo pictures following 
immeadiately after the main program) 
into the data recorder. From the 
STORAGE SCREEN press ‘L* on the 
keyboard. Then enter C (for the device 
name). If it is required to toad an 
uncompressed picture, use CTRL ‘O 
for device name. 

Once the device name is entered and 
return pressed the computer will 
‘bleep’ Press “play” on the recorder 
and then press ‘‘Return” on the 
computer. The picture will then start to 
load. Halfway through loading, the 
computer will bleep again and the 
‘Return' kev on the computer should be 


pressed again. The picture will then 
continue to load and after it has 
finished you will be returned to the 
drawing screen which will now display 
the loaded picture. 


SAVING A PICTURE 

Insert a blank tape into the data 
recorder and then press “S“ from the 
Storage Screen. When asked to enter 
device name you should simply enter 
*C: * (or ‘CTRL C:’ for uncompressed 
pictures). When you press ‘Return', the 
computer will bleep twice Press ‘Play’ 
and Record' together and then press 
the ‘Return* key again. The computer 
will now start to save the picture onto 
your tape. Halfway through the save, 
the computer will bleep twice again and 
you should press the ‘Return' key once 
more allowing me second half of your 
picture to be saved. Once the operation 
is completed you will be returned to the 
drawing screen. 



